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THE NINTENDO 64 CONTROLLER 



Control Stick Function 

The Nintendo 64 Control Stick uses an analogue system lo read the 
angles and directions ot its movement. This allows precision control 
that IS not possible using the conventional + Control Pad. 

When turning the Control Deck power ON. do not move the Conlrgl 
Stick from its neutral position on the controller. 



If tine Control Stick is held at an angled 
position (as shown in the picture on the left) 
when the power is turned ON, this position 
will be set as neutral. This will cause 
games using the Control Stick to operate 
incorrectly. 



To reset the neutral position once the game 
has started, let go of the Control Stick so it 
can return lo its center position (as shown in 
Ihe picture on the left) then press START 
while holding down the L and R Buttons. 





The Control Stick is a precision instrument, make sure not to spill 
liquids or place any loreign objects into it. 



Holding The Nintendo 64 Controller 

While playing Wave Race 64, we recommend 
you use the tiand positions shown at right. 

By holding the controller like this, you can 

operate the Control Stick freely with your left 

thumb. Using your right thumb, you can 

easily access the A, B or C Buttons. Use your 

left index finger to operate the Z Button on the back of the controller 

and your right index finger to operate the R Bunon on the top. 




Connecting the Nintendo 64 Controller 

To play any of the one player game modes, 

you can connect a controller to any of the 

controller sockets located on the front panel 

of the Control Deck. For two player games, 

connect a second controller to any other 

socket. Player 1 will use the controller 

connected to the lowest number socket. To 

change the connection during a game, switch the POWER to OFF, 

make any controller connection ctianges, then return the POWER to 

ON to resume play. 

• You must use two controllers to play the 2 Player VS. Mode. 







1. Before Starting the Game 
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' When the Wa ^ ^ 
Select screen appears, 
press the B Button to 
return to the previous 
screen. 



Correctly insert the Game Pak 
into the Nintendo 64 Control 
Deck and move the Power 
switch to the ON position. 
Make sure not to touch the 
Control Stick at this time. 
When the demo begins, press 
START to display the title 
screen. Press START again to 
display the Game Mode menu. 



Championship 

You will race your JET SKI 
watercrafl against three computer 
controlled opponents in a series of 
races in different locales. 



Time Trials 

In the Time Trials mode, you 
will race a course solo in an 
attempt to get the best time. 



Stunt Mode 

Your goai is to earn as many 
points as possible in one lap. 
This mode is run solo as well. 



2PVS. 

Raced on a split screen, this 
mode is a head-to-head match 
for two players. 



OPTIONS 

You can change settings or see 
the records for each game 
mode. 



2. JET SKI watercraft Performance 
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Watercraft Select 

On the Watercraft Select screen, a player 
can choose a JET SKI watercraft that 
matches his technique or preference 
from the four available. Select by 
pressing >■ or ■< with the Control Stick 
and confirm with the A Button, 



Watercraft Setting 

Each JET SKI watercraft is set to 
NORMAL as a default. If you would 
like to keep this as is, press the A 
Button while the NORMAL button 
flashes. If you want to make an 
adjustment, push the Control Stick 
>• so that the CUSTOM button 
flashes, then press the A Button, 
You will adjust three elements: 
Handling, Engine and Grip. Press the 
Control Stick ■< or >■ to make your 
adjustments and press the A Button to enter. 



WATERCRAFT SELECT rriJc, 
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WATEdCRAFTSETtlNGS 

"IJOHMAL '"TTusrOM ' 



[Jgt^LING 
ENGINE 

DASH 



TOP END 



Light ■ 

Turn flflsilv by 
pushing [he Cuntrcl 
Slick a small 



Dash 

Ai-culeralB qulr-kly 
an^blBS quick 



Handling 

This mntrnls how Ilia JET SKI 
waletcrafi will turn and is 
ilepenrteni upon howferoBcsnBr- 
IhB Central Slick is pressed. 



Loose ■ 
OverHil speed will 
be Incraased, Qut 
you are mora likely 
to slip whan lurnlng. 



« 



Engine — 

Tills dfllotnimHS how (HslthB 
engine comes uplo its 
maximum Bpead. 



Grip 

Waist reslstani;e 



Heavy 

Turning will raquire 
you to press the 
Control Sticli fat off 



Top End 

.Accelerate slowly - 
Jenables a higher 
masimum speed. 



Tight 

L Overall speed will 
'decrease, but you 

are less likely to slip. 



• Each JET SKI v/atercraft's basic performance differs, so even 
when customized identically, they will not necessarily have the 
same operational abilities. 

■ Your custom data is saved to Game Pak memory. 
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• JET SKI watercraft Selection 



R ider / Ryota H ayami 

Coun try /Japan 



Age/ 18 

Sex /Male 



Handling /••• 



Grip /•••*_ 



Collision Stability / ••* 
Maximum Speed /jk;***_____ 

Acceleration / *■*+ 

Skill Level / Begin ners ~ Advanced 





Rider / Ayumi Stewart^ 

Country / USA 

Age/ 21 



Sex /Female 



Handling /•••• 



Grip/*** 



Collision Stability/** 



Maximum speed / ** 



Acceleration / *****^ 
Skill Level/ Beginners 




Rider / Miles Jeter 

Country / Canada 

Age/ 24 

Sex/ Male 



Handling/***** 

Grip/* 



Collision Stability / *•• 
Maximum speed/*** 



Acceleration/*** 

Skill Level/ Intermediate - Advanced 



Rider / Dave Mariner 



Country /USA 



Age/ 32 



Sex /Male 



Handling/* 



Grip/** 



Collision Stability / **** 
Max imum speed / ****i 




Acceleration/** 
Skill Level/ Advanced 



^^^ 
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3. Game Modes 



Championship 

The Championship is a multi-race circuit between four fierce 
competitors, each one trying to earn the most points. After 
completing the entire circuit, the overall winner will be determined 
by totaling all of the points earned. Whenever a record time 
occurs, it will be recorded into Game Pak memory, 

•Difficulty Laval 

There are three levels of difficulty. At 
first, you can only select NORMAL If 
you clear the Final Course, you will be 
able to select the next difficulty level. 
As the difficulty level increases, your 
opponent's speed will increase as will 
the number of obstacles on the course. 

• Normal A 6-course circuit 

•Hard A 7-course circuit 

•Expert An 8-course circuit 

*Warming Up 

When you select the NORMAL level, you can warm up on the practice course. 
Dolphin Park, before you begin the circuit. After you become accustomed to 
operating your JET SKI watercraft, press START to pause the game. When the 
menu appears, select STAF1T THE RACE to go to the first race. 





•Course Introduction screen 



Course 
Layout 




Vou need to finish with at 
least the rank displayed 
to advance to the next 
round- If you have 
acquired enough points 
to go on, even r( you 
-""live a disquaiilicstion 
ornts), the display will 
blanked. 
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•Rules 

Start Position 



This will change depending on the finishing order of the previous 
race. The character that came in first place will start from the pole 
position. In the first race, the player always starts last. 

The Number Of Laps 

Each race is three laps in length. Using the Option mode, you can 
change this to four or more laps. 



Route Buoy ^^lamtm^^^mmm^^^^^^^g^^^^^^m^tmmm^K^^ui^' 
Red and yellow buoys mark the race course. Make sure to'pass to the 
right of a red buoy, and left of a yellow buoy. 






> 










Engine Power ^m^^^^^^^^mf^mtm^Bmrn- 

If you pass a buoy correctly, your engine's power will increase by one 
level, and your JET SKI watercraft's speed will increase. Your engine 
power can increase to a maximum level of five. 



Miss 



If you do not pass a buoy correctly, it counts as 
a Miss, When you Miss, your engine power will 
return to level zero. Should you Miss five times 
in a race, you will be disqualified from that race. 






Course Out j t^ -v^^^^^n 

If you go outside the pink buoys that surround 
the course perimeter, the Course Out counter 
will begin. Unless you return to the course within 
five counts, you will be retired. 



m M»«.i 
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^Screen Display 

Elapsed Time 

i 



Finishing Position 
For Advancement 



Rank 



Lap Time 

The besT lap timu 
will be displayed 
In red. 



Number Of Misses — 

Each time yon Miss, an X 
mark will be made on ihe 
markers. 

Opponent Indicator 




Speed 



Tliis indicates the position of the 
opponent closest behind vou. 



SiMUVMrnl 



Power Meter 

This is the engine 
power level. When you 
reach level five, MAX 
POWER will be 
displayed. 



Order 

This is Ihe current order 
of liie four racers. As the 
rankings change, this 
display changes as well, 
Tiie player is displayed in 
the red panel. When the 
opponent immediately 
behind you passes the 
Start/Finish gate, the 
difference between their 
time and yours will be 
displayed. While in the 
water, any players who 
have fallen overboard 
will disappear from their 
panels. 





When you are close to leaving 
the course, a red arrow mill 
appear to guide you back. 
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When you pass the Start/Finish 
gate, the time difference 
between you and an opponent 
leading you will be diaplayed. 
If you are in the lead, this will 
not appear. 



*Point and Round Clear 

Based on the finishing order, each rider is awarded points. 

* In the event of a tie at the 
end of the circuit, the rider 
who passed the Start/Finish 
gate first in the final race 
will be awarded the 
championship. 



After eacti race in a circuit, should your total 
paints be insufficient, you will not advance to 
Ihe next race and the game will be over. The 
condition for advancing is different depending 
on the difficulty level you have selected. 



First place 


7 points 


Second place 


4 points 


Third place 


2 points 


Fourth place 


1 point 


Retire 


points 




Poit}ts Needed To Advance 






Normal Hard 


Expert 

2 


Exuinpte: 


The 1st round 


1 2 




The 2nd round 


2 4 


4 


To go to the 4th 


The 3rd round 
The 4th round 
The 5th round 


4 6 

5 10 

12 14 


8 
12 
16 


Normal level Is 
selected, you need to 
have a total of 4 
points at the end of 


The 6th round 
The 7th round 
The 8th round 


16 21 
28 


23 
.V 30 
E 37 


the3fd round. 





^Pause Screen 

If you press START during the Championship mode, the ganne wil 
pause and a menu with four choices will appear. 

• Continue — Restart current game 

• Retire — Quit the race -You receive ^ero points 

• Start From Beginning — Restart the circuit, same JET SKI w^rcrel^, 
same difficulty 

• Quit The Game — Quit this mode and return to tha title screen 

i- 
[ 
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Time Trials 

Race your JET SKI watercrafl against the best time and the best lap 
records. You race the same courses as in Championship mode. Try 
different senings to improve your best record, even if it is only 
1/1,000 second faster. 

»Course Select and Difficulty Level 

You can select any course that you have reached in 
the Championship mode. (Dolphin Park is not 
available in this mode.) There are three different 
difficulty levels. Until you advance to the HARD and 
EXPERT levels in the Championship mode, you cannot 
select those levels. 

Rules and Screen Display 

The basic rules are the same as in the Championship mode. When you pass 
the Start/Finish gate, the time difference betvk'een the current lap and your best 
time will ba displayed. When you pause the game in Time Trials, five menu 
choices will appear on the screen: 

Continue — Restart the current game 
Restart — Restart from the beginning. 
Watercraft Select — Restart from the Watefcraft 

Selection and Setting screen 
Course Select — Change a course. 
Quit The Game — Quit this mode and return to the 
title screen 

^Initials Entry 

Should you make a record, you can enter your initials. Select 
each letter using the Control Stick. Enter up to three letters 
with the A Button, Use the B Sutton to cancel an entry. 

*Results Screen 

After you reach the Start/Finish gate, the top three times 
and best lap are displayed on screen. (The best times from 
the Championship mode are included in this list,) 

When a record ts made with the Normal setting, an "N" 
will be displayed next to the picture of the JET SKI 
watercraft. With custom settings, a "C" will appear. If you 
want to continue to challenge Time Trials, select RETRY 
when the menu appears. 





Stunt Mode 

In this mode, instead of competing for speed, you are competing 
for points. Steady control and acrobatic techniques are required to 
excel. In Stunt Mode, the key to the highest scores also lies in 
choreographing your stunt routine. By determining in advance 
which acrobatic technique to use and when, you will be more 
successful than if you just ride around doing a few tricks. 

*Course Select 

You can select from the nine courses, including Dolphin Park. Like 
Time Trials, you cannot select a course that you have not reached in 
the Championship mode. The courses are the same as Championship 
mode, but the types and locations of obstacles differ, 

•Rules 



Ciiecl< Point and Time Limit 



Check Points separate each 

course into four sections. You 

have to pass each Check Point 

within the time limit, scoring as 

many points as possible. You 

must pass through the gate to 

clear the Check Point, otherwise 

your time will not be extended. 

You will be disqualified for exceeding the time 

limit and your game will be over. 



Time Score 



Checkpoint 




Scoring System 



Time Score 

The time remaining when you pass each Check Point is 
calculated into your score. Each tenth of a second equals 
five points. 

Ring Score 

When you go through 
a ring on the course, you receive 50 points. Each ring that 
you pass through consecutively following that will 
increase the points you receive by an additional 50 points. 
If you miss a ring, scoring begins at 50 points again. 



In this example, 6.5 seconds 
remain. (65 * 5 = 325 Points!) 




Stunt Score 

If you input a key command (special controls using the Control Stick) while 
racing, the rider will do acrobatic moves. You earn different scores with 
different acrobatic stunts and the accuracy of your performance. 
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»AC'robatic Moves 

— <For details, consult the accompanying WAVE RACE 64 Operation Card.) 




Flip (Vertical spin in (fie air) 

Usin^riftip.' voi'i OWo a flip. , 
aitiounl ol lipiie you a[«in The aV. 
r.a\Cu\iAiitl!Spo»i\s When vou 
suteesrfull¥,lfliiiJ, you recaive lOO'i nt 
ths points. Miss slighlly. iB.g.your l«cjs 
are oiit of posiLlonl, ami yMi get E01<j 



Barrel Roll 

^OTlvlll inRke a slow horiiontBl spin In 
ttj^tTlie vnouot ^me in the alt . 
i^MhiiMtar ttun fat a Flip, io you 
will need to lump riigliet 1o 1^ 
succes^l. ■ 



Handstand 

Do al8!3RR9^Mp8i the je i 

wMercraft.VDJ can still sleer sllglttj 
you tto tfiiv Tlie lonfler yon hold ri 
(iinve. Ih* l^fier tiia numljti nt points 
VuiiwilleMm Tliispolnlisconinionio 
Ilia fciiioMiIng acrobatioi ai well. 




*Advice for achieving a 
high score 

•Try to pass all ^e rings. If 
you miss even one, it could 
gf aally affect the score. 

•With Handstand, Backwards 
and Standing, if you do the 
same moues several limes 
within a Check Point, you will 
not get as many points after 
the second try. To avoid this, 
do not repeat the same tricks. 
Instead try a variety of 
acrobatic moves. 

• Make sure to have enough 
speed before running up a 
ramp, so that you can do 
your trick and still Jump 
successfully. 
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4. Setting the Options 
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2P VS. 

Using two controllers, two players can challenge each other in a 
match race. Course selection and the basic rules are the same as 
the Time Trials mode. 



•Watercraft Select 

Each player can select the JET SKI watercraft that they like. To begin 
with, the Player 1 side will feature the original colors, and Player 2 
side will have alternate colors. Pressing A on the Control Stick will 
change the color pattern. (You cannot change patterns if you select 
the same watercraft.) 




•Setting The Handicap 

After you select the course, you can set the 
handicap ON/OFF. If you turn the handicap ON, 
the trailing JET SKI watercraft will have a 
slightly faster speed. 

•Rule 

The top half of the screen is for 
Player 1, the bottom half for 
Player 2. 



P^^^pJltVUlM 




When either 
player reaches 
the goal or 
retires, the race 
is over. 



; ;g . 
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WOK >-, 



Retire, (quit 
the current 
racel can be 
selected while 
the game is paused. 




The Results screen will display the running win-and-loss tally for both players. 
, • Time records in the 2P VS. mode are not recorded. 
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•Name Change 

You can change the name of a rider. Changed 
names are saved, as well as the JET SKI 
watercraft settings. 

•See Records 

You can view the time and score Rankings of each course. On the ranking 
display screen, you can switch between time and score using ^ or >■ on 
the Control Stick. Use A and V to switch the course being displayed. 
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•Wave Conditions 

For each difficulty level (with the exception of 
Stunt Mode), you can change several of the 
conditions in each game mode. However, if you 
change the Water Conditions to something other 
than the default, your time will not be ranked. 

'Default water condition means the waves at their initial setting. The 
Random setting results in waves that differ with repeat ploy, tilate: 
Even if you make the waves Calm, it does not mean you will not see 
any big waves. 

•Sound 

You can switch between Stereo, Mono, and Headphones*, as well as 
toggle the background music (BGM) during the game ON/OFF. You 
can even listen to the BGM in this mode. 

'If you switch to Headphone mode, you can enjoy a more natural 
sound vuhlle listening with headphones. 

•Erase Course Records 

Erase course times or scores from saved data. 

•Save And Load 

Exchange or erase Game Pak and N64 Controller Pak memory data. 
For more information, please read the following pages. 
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5. Using the Nintendo 64 Controller Pak 
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Using an N64 Controller Pak (sold separately), 
'you can copy the Game Pak'a saved data and 
take it with you. 

Why use an N64 Controller Pak? 

-By copying Ihe data saved in an IM64 ControNer Pak 
fo a Game Pak, you can compare Ihe times and 
scores, and create a new ranking that unifies the 
records of both the N64 Controller Pak and Game 
Pak, If you load the saved data from your N64 
Controller Pak lo someone else's Game Pak, you 
can easily compete for the best times and scores. 
(Be careful, since doing this can overwrite the data 
in another person's Game Pak. I 




UNIFY GAME PAR 
iUD CONTRDLLEFI ?iK DATA 



Because you can carry your watercraft Custom Settings in an N64 Controller 
Pak's memory, you can easily play with the Watercraft Settings that you are 
accustomed to when you play at a friend's house. 

Since you can duplicate and save the data of a Game Pak's memory you can 
restore the copied data from the N64 Controller Pak, even if you accidentally 
erase the records in your Game Pak. 

' Because the data that can be saved in an N64 Controller Pak is 
identical to the data being saved in the Game Pak memory, you need 
not have an N64 Controller Pak to play the game normally. Note: The 
course clear data from the Championship mode cannot be transferred 
to the N64 Controller Pak. 

•How to use the N64 Controller Pak 

' Before you use it, make sure to read the instructions that 
accompanied your N64 Controller Pak. 

•Do Not remove or insert an N64 Controller Pak when the system power is on. 

•Tho dalB BaVBd loi "us game will faqulrB Iwn pagBB i)f the N64 Conlrollsr Pak's mrrrniry 

Correctly install the N64 Controller Pak in Controller 
1, then select Save and Load from the OPTION menu. 



Select COPY, and use ■< or >■ on the Control Stick to 
aim the arrow on the screen in the direction you want 
to transfer the dala, press the A Button to beyin. 
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Erasing The Data 



All the data saved in the Wave Race 64 Game Pak 
Of N64 Controller Pak will be erased. Select Erase, 
and aim the arrow at the data you want to erase. 



Error Messages when you Save and Load 



If something went wrong, or if the Copy or Erase does not execute correctly, a 
message will be displayed. The following are the solutions for each message. 



INSUFFICIENT BLANK PAGES IN CONTROLLER PAK 



The N64 Controller Pak already contains saved 
data, and it does not have enough space for the 
two pages needed for this game. To display the 
N64 Controller Pak menu screen, press and hold 
START while either turning the power switch to 
the ON position or pressing RESET. Erase any 
old, unwanted data, to free up enough space for 
two pages requited by this game. 
Caution; Once deleted, saved data cannot be 
restored. 



INSERT CONTROLLER PAK IN CONTROLLER 1 



The N64 Controller Pak is not correctly connected or not in Controller 1. 
Caution; If you remove and insert the N64 Controller Pak while copying, saved 
data could be lost, 



UNABLE TO FIND WAVE RACE 64 DATA 



This game's saved data does not exist in the N64 Controller Pak, Copy dala from 
your Game Pak to the N64 Controller Pak to create the data for Wave Race 64. 



UNABLE TO COPY 



UNABLE TO ERASE 



CANNOT READ CONTROLLER PAK DATA 



Make sure each component is correctly connected again, and repeal the Copy 
or Erase procedure. If this message still appears, please contact the Nintendo 
Consumer Service. 



Your WalarcrafI dala and Time Score dala are copied in eeperatE: operations. 



A/ 
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IMPORTANT 



CAUTION 

This Nintendo gacna is not designeO for use wild any aliachment. "back-up" or 
game allering device. Use of any such device will invalidals your Ninlendo produci 
wairanty. Ninlendo (and/or any Nintendo iicsnsea or distribulor) is not responsible 
tor any damage of loss caused by Ihe use o( any such devica. I( use of sucll 
device causes your game to stop operating, disconnect the davica or atlachmenl 
caretully lo avoid bending, breaking or damaging Ihe connectors and resume 
normal game play. II your game ceases to operate and you hava no device 
attached io it, please conlaci your local authorized Nintendo distributor. 
- NINTENDO HELPLINE 190 2ZA 1001 

(LEGION CALL RATE AT 75 CENTS PER MINUTE) 

The contents ol this Caution do not inlarfere with your statutory rights. 

WARNING 

Copying of any Ninlendo game is Illegal and is sirlclly prohibited by national, local 
and international copyright laws (including section ol the Copyrighi. Designs and 
Patents Act 198Bandlhe 1991 EC Directive on the Legal Protection of Computer 
Programs) Back-up copies are not aulho'i?ed and are not required to protect your 
software Violators will be prosecuted. 



REV-J 

WARRANTY FOR THE NINTENDO 64 
(GAME PAK) BY NINTENDO AUSTRALIA 
PTY. LTD. 

The product is sold subject to all warranties Implied under the 
provisions ol the Trade Practices Act of Australia. Nintendo 
Australia Pty, Ltd. (Nintendo) warrants to the original 
consumer/purchaser that this NINTENDO 64 ("GAME PAK") shall 
be free from defects in material and workmanship. If a defect 
covered by this warranty occurs, Nintendo will repair or replace 
the {GAME PAK) at its option, free of charge. 

To receive this warranty service, contact Nintendo's Head Office. 

The undertaking to repair or replace the product will not apply if 
the (GAf^E PAK) has been damaged, after sale to the original 
consumer/purchaser, by negligence, accident, unreasonable use, 
modification, tampering, or by other causes unrelated to defective 
materials or workmanship. 

NINTENDO AUSTRALIA HEAD OFFICE ADDRESS: 

48-52 Duniop Road, Mulgrave, Victoria 3170 Australia 
Phone : (03) 9265-9900 



■ NINTENDO HELPLINE 190 224 1001 

( LEGION CALL RATE AT 75 CENTS PER MINUTE 
Calls from mobiles and public phones attract a higher rate. ' 



